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[RequireComponent ( Mpeof ConnectAndJoinRandom) )]
public class PhotonMenu : MonoBehaviour {

}
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private string playerName = "";

’

private ConnectAndJoinRandom autoJoin;
private string ErrorMessage = "";
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void Awake () {

autoJoin = GetComponent<ConnectAndJoinRandom> ();
autoJoin.AutoConnect = false;
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autoJoin.AutoConnects% Strue

void OnGUI () {

GUILayout.Label("Player name :'");
playerName = GUILayout.TextField(playerName);
%f (GUILayout.Button("Join Game", GUILayout.Width(100)))

ErrorMessage = "";
i if( playerName.Length > 0 )

~

PhotonNetwork.playerName = playerName;
autoJoin.AutoConnect = true;

else
ErrorMessage = "You must input a name.";

}

if (ErrorMessage.Length > 0)
GUILayout.Label (ErrorMessage);
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public void OnJoinedRoom()

Debug.Log("OnJoinedRoom" ) ;
PhotonNetwork.LoadLevel("Stagedl1™);
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<= B4 & & Photon.MonoBehaviour

using UnityEngine;
using System.Collections;

public class CharacterInGame : Photon.MonoBehaviour {

}
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public Transform playerPrefab;
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Eublic void Awake()

// 1n case we started this demo with the wrong scene being

active,lsimPZy load the menu scene
%f ('PhotonNetwork.connected)

Application.LoadLevel("MenuStage");
return;

// we're in a room. spawn a character for the local player. it

gets synced by using PhotonNetwork.Instantiate
PhotonNetwork.Instantiate(this.playerPrefab.name,

transform.position, Quaternion.identity, 0);
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Eublic void OnMasterClientSwitched(PhotonPlayer player)

Debug.Log("OnMasterClientSwitched: " + player);

string message;

InRoomChat chatComponent = GetComponent<InRoomChat>(); // if we
find a InRoomChat component, we print out a short message

%f (chatComponent != null)

// to check if this client 1is the new master...
%f (player.isLocal)

message = "You are Master Client now."

else
{

message = player.name + " is Master Client now."

chatComponent.AddLine(message); // the Chat method is a RPC.
as we don't want to send an RPC and neither create a PhotonMessageInfo
lets cal% AddLine()

}
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Eublic void OnPhotonPlayerConnected(PhotonPlayer player)
Debug.Log("OnPhotonPlayerConnected: " + player);

string message;
InRoomChat chatComponent = GetComponent<InRoomChat>();

%f (chatComponent != null)

message = "OnPhotonPlayerConnected: " + player;
chatComponent.AddLine(message);
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Eublic void OnPhotonPlayerDisconnected(PhotonPlayer player)
Debug.Log("OnPlayerDisconneced: " + player);

string message;
InRoomChat chatComponent = GetComponent<InRoomChat>();

%f (chatComponent != null)

message = "OnPlayerDisconneced: " + player;
chatComponent.AddLine(message);
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Eublic void OnLeftRoom()
Debug.Log("OnLeftRoom (local)");

// back to main menu
Application.LoadLevel("MenuStage");

I3

Eublic void OnDisconnectedFromPhoton()
Debug.Log("0OnDisconnectedFromPhoton");
// back to main menu
Application.LoadLevel("MenuStage");

Eublic void OnPhotonInstantiate(PhotonMessageInfo info)
Debug.Log("OnPhotonInstantiate " + info.sender); // you could use

thls info to store this or react

Eublic void OnFailedToConnectToPhoton()

Debug.Log("OnFailedToConnectToPhoton");

// back to main menu
Application.LoadLevel("MenuStage");

}
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Ray Hit Controller (Script) ' ‘

Script RayHitController

Cravity 9.8

Continuous Input v

Ray Hit Layer Cround

Idle Animation ¥ |dle o) il
Run Animation * Run

jump Animation ¥ jump

Photon View (Script)
Owner Set at runtime

set at runtime
Resources =
None (Component)

Lelap velta Lo
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M —ERIA » Bl BMoveNetWorking

using UnityEngine;
using System.Collections;

public class MoveNetWorking : Photon.MonoBehaviour {
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private Vector3 correctPlayerPos
private Vector3 correctPlayerRot

Vector3.zero; // ZEENNE
Vector3.zero; // %ZEIERNTGE

private RayHitController rayController;

private string sendAniName = ""; // ?* AR ENE
private string receiveAniName = ""; / BEWREE
private CameraOrbit cameraOrbit;

private Vector3 namePosition;

private string characterName; /] EBEER
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void Awake () {
correctPlayerPos this.transform.position;
correctPlayerRot = this.transform.eulerAngles;
rayController = this.GetComponent<RayHitController> ();
cameraOrbit = Camera.main.GetComponent<CameraOrbit> ();

characterName = photonView.owner.name;

if (photonView.isMine)
//MINE: local player, simply enable the local scripts
rayController.enabled = true;
cameralOrbit.target = this.transform;

else

{

rayController.enabled = false;

gameObject.name = gameObject.name + photonView.viewlID;
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<= SerializeBE A B M BT —1%

1]

void OnPhotonSerializeView(PhotonStream stream, PhotonMessageInfo info)

if (stream.isWriting) {
stream.SendNext(transform.position);
stream.SendNext(transform.eulerAngles);
stream.SendNext (sendAniName) ;

else {
correctPlayerPos (Vector3)stream.ReceiveNext(); li
correctPlayerRot = (Vector3)stream.ReceiveNext(); i
receiveAniName = (string)stream.ReceiveNext();
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=« BB HF ALerpF AR EZBEZLBNEE » TH|
NEHEE=E 2B HEEREE » 518 HWorldToScreenPointEX
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void Update () {
float moveSpeed = 5;

%f (!'photonView. isMine)

transform.position = Vector3.Lerp(transform.position,
correctPlayerPos, Time.deltaTime x moveSpeed);

transform.eulerAngles = correctPlayerRot;

if( receiveAniName.Length > 0 )

this.animation.Play (receiveAniName);

}

else
sendAniName = rayController.CharacterAniName;
namePosition = Camera.main.WorldToScreenPoint (new

Vector3(this.transform.position.x, this.transform.position.y+1.2f,
this.transform.position.z));
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void OnGUI () {
GUIStyle LabelStyle = new GUIStyle(GUI.skin.label);

LabelStyle.alignment = TextAnchor.MiddleCenter;
LabelStyle. fontStyle = FontStyle.Bold;
LabelStyle.normal.textColor = Color.white;

GUI.Label (new Rect (namePosition.x - 50, Screen.height -
nam%P051t10n.y, 100, 20), characterName, LabelStyle);
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